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instructions 

Each side must have an eq ual number of at least 2 

elements. This is the Force Size. 

Each element, commanded by one or more players, is 

represented by one PAD sheet, where its position 

may be circled on its battle map, and where its action 

and status may be noted and tracked. 

Element symbols not in play may be crossed out. 

Each elements number of Power units equals Force 

Size plus 1, and the number of Armor units equals 

Force Size. Unused units may be crossed out. 

Each element may defensively convert Power units to 

an eq ual number of Armor units. 

Each element mayoffensivelydirect Power units to 

any opposing elements. 

Number of Power units directed to any opposing 

elements should be noted on the battle map. 

One Power unit takes away one Armor unit, or adds 

one Damage point if no Armor units remain. 

Side with fewer total Damage points after each 

engagement wins. 
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